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Specification 

1. Title of Invention 

Light Beam Gun Shooting Game Apparatus 

2. Claims . . 

n ^ A liaht beam gun shooting game apparatus having a game controller comprising 

^kS^SSm ^ supporting the operation of said CPU and a screen RAM 
lere^h imaS signals are written and read out in accordance with commands from 
trVV ™£^sc^ video signals are formed according to a predetermined 
Program and a desired image containing a target is shown on a display device, while a 
target in said image is shot at using a light beam gun, wherein: 
the configuring elements cited below in (a) to (f) are comprised, namely. 

(a) a console, 

(b) a video display device provided in said console, 

(c) a light beam gun attached to said console, oriented relative ^aid] ^ display 
device, tch that me angle of elevation and azimuth angle can be freely changed, 

(d) a potentiometer attached to said light beam gun, for detecting the angle of elevation 
and azimuth angle of [said] light beam gun, 

(e) an analog/digital converter for converting the output of said potentiometer to a 
digital signal, and , . 

The light beam gun shooting game apparatus according to claim 1, wherein said 
light beam gun is provided in a plurality. 
3. Detailed Description of Invention 
(Industrial Field of Use) 

This invention relates to improvements in a light beam gun shooting game 
apparatus* 
(Prior Art) 

I ieht beam gun shooting game apparatuses wherein prescribed video signals are 



are publicly known. 

, .. „ thr ror f,„,ra'ion of a conventional publicly kno%vn light beam gun 
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SsSS5=S=fi== ass5t 

judged. „ light beam gun shooting game 

Maconsequenc e ,withaconve^yknown f of ^ Ughtbeam gunts 

particularly conspicuous ^ interest in the game, 

beenaproblemintermsofdestroyingp y 

(Problems Invention Would Resolve) ... wag devised in order to resolve the 

An object of the present invention, shooting game apparatus 

become completely absorbed in the gam 

(Means for Resolving Problems) ^ beam ^ shooting game 

The above-described ob^^^^^^^^ 

SSSSS^ass aess. 

are judged. 

(Operation) foreeoing, when the trigger of the 

ta 4. present invention., a, ^JSR «■ — "J* *° 

(Embodiments) ribed con cretely using the 

The details of the present invention are now 

drawings. pmbod iment of a light beam gun shooting game 

Fia 1 is an external view of one embodiment ^ mc 

i ,Ll to the present invention, r ig- - ^ ay explanatory 

ggiTsaasssiss- 1 '*''-'-' 
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6 a game start switch, 7 a money collection dpor, < 8 ; « .arm, 9 a gun 

coiUl amicroswitch, ^^J^^^^^ZLtoiu. 14, 17 a 

base, 16 a first gear that tur^ toge* er * ^ t ^ b0 g Ve 18 7 tentlometer for measuring 

^ 5. «— where the ~ £^ 

! to 4 indicate the same ^configuring ^ aSnerator circuit, 28 a 

Se^S 



video signal generator circuit 



Descriptions pertaining to Fig. 1 to 4 are given first. 
L arm 8, which sup^r, s *e Ugh, ™^ g *t e ^.H" 

team gun 4 changes, the movab le ,ase 14 ^ ou ^*e cen er ^ ^ 

potentiometer 18 for <^T aa f^S^Z 4 is *ang=d, the potentiometer 19 for 
when the angle of elevation of the hgM beam gun *» cn g . H r ^ 

measuring the angle of ele^hon j^gg"™ n of the light beam gun 4 can be 
the arm 8. Provtston »Nl^* potentio meter 18 for measuring the 

xLupon when the aim is nxed t ***r^ 
described light beam gun 4 is pulled. ' ^ » £ f ^ nd backwarf , in the 
above-described solenoid cotl 10 moves th entoger 3 fcrw^ ^ 
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to strike the chassis, whereby a [mechanical] shock is imparted to the light beam gun 4, 
giving the player the sensation of firing a gun. 

A description pertaining to Fig. 5 is given next. 

The I/O port 21 receives input signals from a publicly known money depositing 
apparatus and from the game start switch 6, etc., encodes those signals and sends them to 
the CPU 23, etc., and also receives signals from the above-descnbed CPU 23 and 
controls the functions of the above-described input/output devices. 

In the PROM 22 are stored the program and object patterns and the like 
necessary for the game. As necessary, these data are supplied to the CPU 23. 

The CPU 23 responding to inputs from the I/O port 21, sends necessary 
command signals to the audio generator circuit 27, screen RAM 30, and judgment circuit 
31. In the screen RAM 30 are stored a one-screen volume of image data for displaying 
background and targets and the like on the video screen. 

The audio generator circuit 27, responding to signals from the CPU 23 
generates prescribed audio signals according to the progress of the game, drives the 
speaker 28, and produces sound effects and the like. 

When the trigger 4b of the light beam gun 4 is pulled, azimuth angle and angle 
of elevation detection signals for the above-described light beam gun 4 are output by the 
potentiometer 18 for measuring azimuth angles and the potenttometer 19 for measuring 
angles of elevation. Those detection signals, after being converted to digital signals by 
the analog/digital converters 25 and 26, are input to the judgment circuit 31. Those 
digital signals correspond to addresses in the screen RAM 30 which correspond with the 
direction of the light beam gun 4, that is, with the stnke point. 

The judgment circuit 31 compares the outputs of the above-described 
analog/digital converters 25 and 26 with the address of the target and, when those 
coincide, outputs an on-target signal to the CPU 23. 

Thereupon, when an on-target signal is issued, image data representing a 
destroyed target are written to the screen RAM 30 by a signal from the CPU 23, and the 
image of the destroyed target is shown on the video display screen 3. 

(Effectiveness of Invention) 

Because the present invention is configured as described in the foregoing, when 
based on the present invention, when the trigger of a light beam gun is pulled, hits or 
mTsses ie judged by comparing the address of the target in one frame of the screen, and 
me address of a strike point on the screen calculated on the basis of the angle of elevation 
and azimuth angle of the light beam gun oriented toward the above-descnbed screen 
TherXe [the light beam gun shooting game apparatus relating to the present invention] 
^2LAmSL appears on the display screen every time .the mgrtf 
the light beam gun is pulled, as occurs with a conventional apparatus, can be eliminated, 
and players can become completely absorbed in the game. 

Furthermore, the present invention is not limited to or by the embodiment 
described in the foregoing. More specifically, for example, although in this ^b^rnent 
an upright type shooting game is assumed, [the present inventton] can be applied to other 
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tLXve-described embodiment, by one stalled in the art. 
4 Brief Description of Drawings 

it- i u ™ external view of one embodiment of a light beam gun shooting game 

configuration of the light beam gun ^"£kZ bS£*m fT« i a parti* 

related to the present invention. 

. i Ught beam gun shooting game apparatus 

2 . console 

3 video display screen 

4 ight beam gun 
4a muzzle 

4b trigger 

5 money insertion slot 

6 game start switch 

7 money collection door 

8 arm 

10 solenoid coil 

12 return spring 

13 plunger 

14 movable base 

15 sub-base 

16 first gear 

17 second gear 

18 potentiometer for measuring azimuth angles 

19 potentiometer for measuring angles of elevation 

21 I/O port 

22 PROM 

23 CPU 

24 RAM 

25, 26 analog/digital converters 
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27 audio generator circuit 

28 speaker 

29 timing pulse generator 

30 screen RAM 

31 judgment circuit 

32 video signal generator circuit 
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1 light beam gun shooting game apparatus 

2 console 

3 video display screen 

4 ight beam gun 
4a muzzle 

4b trigger 

5 money insertion slot 

6 game start switch 
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